





FOREWORD 


n^verwinter ^ghts represents the work of over sevent-^ talented individuals at ^io^Ware who have lovingly 
created the game over the last five ^ears. 

^'his book contains the work of a number of dedicated ^io^are artists who have worked ver^ hard to create 
the art behind the game. ^We are ver^ proud to be able to introduce to ^ou the results of their hard work, 

^We hope this book also gives ^ou a glimpse into our production process - the materials in this book include 
not onl^ finished quality art, but also the interim pieces of work which show ^ou how we build the final art in 
the game. 

^AVe hope this book excites and inspires ^ou, as much as it has inspired usf 
cfhanks, 

G^e0 and 

^oint C^EQs and Co-^Exccutive producers, ^^^io^are Corp. 
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CINEMATICS 


Ci»icmatics and iti-0ame cutscctics arc among the most effective tools in the game designers’ bag of tricks, and 
in n^verwinter H^ghts two t^pcs of movies are used to reveal stor^ elements, set mood, and hook the pla'^er 
into the promise of the world. 

^n-game cinematic sequences are the ’’glue” that binds the chapters of the official campaign together, as they 
move the placer on to each new’ piece of the stor^. ^he use of cinematic transitions like cross fades, zooms, 
and pans betw’een static images help to relate the stor^, focus the placer’s attention on ke^ plot details, and 
summarize his accomplishments to date. 

^he introductory cinematic for Q^verw’inter H^ghts is designed to set the mood for the upcoming adventure 
without revealing any key plot points. S'he battle between a young ^rd ^^sher and his minotaur foe is spec- 
tacular and dramatic, but does not spoil the story to come in the Official 3"his ’’^^(inotaur 5^ight” 

introductory movie premiered at the 2002 G^iwe developer’s Conference in §an ^ose, C<^lifornia. 
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CHARACTERS 


n^verwititer Q^hts* ruleset is built from the 3 rd ^Edition of ^uii0eoiis & ^ra0ons, a ro[eplaYin0 0ame with 
a venerable pedi0ree and a hu0e base of lo^al fans. Hn addition, the 0ame is set in the 5^or0otten fll^alms 
campai0n settin0, the best known of all worlds, ^'he challen0e for artists on the project was to meet 

the expectations of the fans, while brin0in0 their own vision and creativity to the task, all while workin0 within 
the scope of the 0ame en0ine. 

^he character artists worked to brin0 new life to familiar fantasy races such as dwarves and elves, 0ivin0 
them a modern look and feel without sacrificin0 their essential nature. 

^n developin0 key plot such as ^arin G^»id, ^rd Hasher /\la0ondar, and /\ribeth de ^ylmarande, 

desi0ners and artists worked to0ether to understand each character, much in the same way that an actor works 
to 0et inside his character for a movie role, ^'hese plot -'critical were reworked many times before final 

versions were ready for the 0ame. 







JHE-ARXOLMEVEJJWIUTER nights 


- i H t , ^ M f» ’5-" 

^l^ttowiicd for her beauty, knl0hted for her faith, and beloved for her kindness 

^oun0 /\ribeth de amon0‘ the foremost of ^^r*s 

paladins in all the gword Coast passionate soul, she puts all the power 

of her faith into e\’er^thin0 she does* ^O0ether with ^'cnthick, her 

love, she serves the will of in the 0reat ^Tiall of 

^justice, at the heart of 

^^^everwinter. 
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T^arin Gend 


as a specter, dark as the moonless night, 

/\arin G^»td stalks the plains south of 9^skan in 
5to^rd n^sher’s service, takes both wit and a keen 
blade to survive as QSjeverwinter's 
rugged wilderness and this soft -voiced ^oung man has 
more than enough of either. HHlis calculated air of 
calm and confidence hides a profound intensity, 
a deep-rooted will to perform whatever is necessary, 
whatever the cbst> 
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^rotn <^romo £A{aterial: ”§omething evil grows in 3^skan and 
5^{augriin Q<^rothir rests eas*^ at the heart of it. high-ranking 
member of the dreaded /\rcane brotherhood, he hides a power his 
colleagues will never fathom and a prophecy that will pla^ them 
each as pawns." 
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,THE ARX0£JJ£V£RWI1^T^R NIGHTS 


^rd Q^sher 


^to^rd Q^sher y\la0ondar, the once -famed adventurer, has 
ruted n^ver>vinter for over two decades, now. >\0atnst 
great odds and even greater adversity, he 
has brought peace, prosper It-^, and 
civifit’^ to this once-wild gateway to 
the north. cJ'hose ^ears have not been 
without their toll, however, and each 
has left him a little more tired, hag- 
gard, and withdrawn. >\nd thus, this 
man who braved the dragon’s blast 
must face the greatest challenge 
of all - that of an adventun 
fading, growing old. 
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Once a rough-and-tumble ^outh amidst the crowds 
of ^Waterdeep, then a fierce adventurer in the 
snow^ lA^untain peaks, ^edos 3^^'^^^ 

appears to have found a home, at last, in 
n^verwinter. oJ'here, she is a trusted member of 
3£rd Hasher’s personal bodyguard, the ^ 

QNjeverwinter tissue, bearing her responsibilities 








MONSTERS 


^>^fisters are the [ifebbod of a ^utigeotis ‘Dra0ons adventure, and the sheer variety avaibble in 
HN(^erwinter QSJ^hts is staggering. 5^rom gobtins and skeletons to dragons, umber hulks, and fearsome demons, 
the monsters of QSj^erwinter QS^ights are enough to take on an'^ adventuring part^. 

3The challenge for monster artists was similar to that faced b^ the character artists: how to meet the expecta- 
tions of the dungeons dragons and fantasy fan base, while adding something new and fresh to familiar 
opponents. 

monsters are being introduced to the world of Overwinter O^hts all the time, both from the ^IJioWare 
development team, and from the huge fan community. Since the game’s launch, fans have created their own 
versions of man^ new monsters, including the famed beholder, or e^e tyrant, and the diminutive kobold. 
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£N(Uotaur 
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^Werewolf 


(Ettin ] 
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Goblin 
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3fiameii 


Of’c Chief 
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<^attle <J)evourer 



Skeletal ^evourer 






Sieqe Golem 


TCET)£V0URER / skeletal DEVOUREr/snRirOF TRElWoQft fFLe&fCOLEM / STcmXOtEpr7StE<TGOaM' 


3totie Golem 
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3fiieW Guardian 




^Water Elemental 


3iren 




3uccubus 



horror 


/ ' SHIELD GUAiDlAN / WATER ELEMENTAL I SIREN rSUCCUBUS / HELM HORROR / DOOM KNIGHT 5? 











‘J)lrc‘^ear 


' SKELETON^«]sRm5R70CD CJNE GUAKDiAN cdtEfr/TkOST GlAUfl MrARlRAlS / DIREBEAR 
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0uarcUati Golem 



cj^attle <liorror 




PORTRAITS 


^hese small images ma^ be the most important art of the game. 3^he^ must be instantly recognizable to the 
placer, attractive, and distinctive, all vs^ithout going against the look and feel of dungeons dragons. 
3"hese portraits more than an^ other single piece of art represent a placer’s character, and archetypal images 
of the arcane sorcerer, sneaky rogue, and battle^hardened fighter had to be created, alongside less-traditional 
images of dwarven mages and halfling vs^arriors. 

portrait artists were encouraged to take risks and be creative, and to paint portraits of characters that they 
would personally want to play. 
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CHARACTERS 
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WORLD BUILDING 


^AVith nine full titesets and hundreds of placeable objects, building the art that would become the world of 
^^verwinter H^ghts was a mammoth undertaking involving man^ rounds of concept art and thousands of hours 
of work. 

Consistency was vital within each tileset, and every artist had to ensure that his or her work matched with the 
overall theme, and with other specific elements. S’he challenges of working within the framework of a tile- 
based system encouraged creative problem solving, and the game’s incredible artwork is a testament to these 
artists’ talent and hard work. 
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LANDSCAPES 



Our 0oal for the was to create a st^le to the buildin0S that would let them 
be used for man^ different thiti0S. ^ti this wa^, we decided that the builditi0S 
could look like additions were made at different times in their history. cThe 
result is that the buildin0s are almost patchwork- like in appearance, stitched 
to0ether by simple carpentry. 
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QThese concepts show some of the elements we tried to incorporate into 
the game graphics... crumbling statues look even more deformed and 
evil, organic shapes inspire fear of the unknown and over^grown 
buildings show the age of a structure. 








Castle 


didn’t want the casties to have reference to a^c or 
wealth, SThus, the design had to be about simple shapes with 
areas of interesting detail. Having large areas in front 
the building allows for an^ sort of scene y^ou may wish, 
a bus^ through-fare to an abandoned, desolate court-^ard 
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Cr^pt 

Crypts should have a dr'^, crutnbliii0 atmosphere, with references to the statues and tombs of a graveyard. 
•We placed with man^ different forms and shapes before settling on our final look 
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dungeon 


^he dungeons had to inspire a feeiing of evil magic, sinister motives and a hostile environment. 
<Hooks, spikes and evil runes were used to promote these feelings. 












ines 


Caves can be fairly 0re"^ and dark, so we needed to find wa^s of 
introducin0 (i0ht of var'^in0 colour into the scene. Ct'^stals, mushrooms 
and the introduction of minin0 equipment made this happen. 
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Our main focus for the rural area was that ^ou had to be able to 
create a small town if ^ou so desired. Qn this wa*^, havin0 a 
variet*^ of buildings which didn’t stra^ too far from a ^ 

fairly important. 
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EDITOR'S NOTE 

n^^erwinter was a five-^ear combined effort from a large and talented team at H3lo^Ware Co^'P** committed 
to the creation of a great singlepla^er and multiplayer roleplaying game, with one of the best creation 

systems (the ^io^Ware y^urora HS(everwinter toolset) ever made, and the added bonus of powerful 
^]^{aster tools and an extensive community effort post-release, thanks to the Cotti«iunity/Q|ye team. 

cfhe art in Overwinter, and in this book, reflects the collective passion of a large group of people at ^io^Ware 
and we are honored to represent all the developers at ^io^Ware and edit the content of this artbook. ^We thank 
our publisher Qnfogrames for making this book possible, and for distributing and marketing O^hts 

world-wide. ^We also wish to specifically thank cJ^odd Grenier, one of the artists at his efforts 

in collecting and organizing the art found in this book, ^^inally, most of all, we thank you, our fans, for sup- 
porting our development efforts at ^io^Ware in the past, present, and future. 

^t is our sincere pleasure to write the editors’ notes for this ”^^^king of ^^li^hts” artbook. ^We 

have some amazingly talented, smart and creative artists at ^io^Ware and they deserve all the credit for the 
beautiful art which is found in Overwinter and our other games. 

^ng live Oflhtsf 

thanks, 

Sincerely, 



^A^z-^lca 0)r. QrV2^ ^cschuk 

^oint C^Os and Co^^Exccutive producers, <^io^Ware Cof'P- 
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